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Transformers:* Battle to Save the Earth™ was designed by David Crane. 
Produced by Brad Fregger. 

Background graphics and animations by Hilary Mills and David Crane. 
Music and sound effects by Russell Lieblich. 


This book was written by Alison Levy; editorial management by Steven Young. 


LET’S GET TO KNOW EACH OTHER 


We're working hard to design the kind of computer software you want, and 
we’d love to hear your comments. So drop us a note. For a recorded message 
about our newest software, call 800 633-4263 any time. If you have questions 
about using one of our products, call Consumer Relations between. 9:30 a.m. 
and 5:00 p.m. Pacific time, Monday through Friday: 


(in California) 415 940-6044/5 
(from outside California) 800 227-9759 


Write to: 


Consumer Relations 
Activision, Inc. 
P.O. Box 7287 
Mountain View, CA 94039 


COPYING PROHIBITED 


This software product is copyrighted and all rights are reserved by Activision, 
Inc. The distribution and sale of this product are intended for the use of the 
original purchaser only and for use only on the computer system specified. 
Copying, duplicating, selling, or otherwise distributing this product without the 
express written permission of Activision are violations of U.S. Copyright Law 
and are hereby expressly forbidden. 


© 1986 Activision, Inc. All rights reserved. 


Transformers-More Than Meets the Eye? Robots in Disguise, Autobot® Decepticon® 
Cliffjumper, Hound, Pipes, Kup, Bumblebee, Blurr, Rodimus Prime, and Hotrod are 
trademarks of Hasbro, Inc. © 1986 Hasbro, Inc. All rights reserved. 


Commodore is a registered trademark and Commodore 64 and 128 are trademarks of 
Commodore Electronics, Ltd. 


Battle to Save the Earth is a trademark of Activision Inc. 


Transformers 
Battle to Save the Earth" 


Transformers...robots in disguise. They’ve come to Earth with a 
purpose, and it’s your job to find out what that purpose is. To prepare 
yourself for the mission ahead: 


1. Insert the Transformers disk into your disk drive, label side up 
(side A). 

2. Turn on your disk drive, computer, and TV or monitor. (For the 
Commodore 128, hold down the C= key while turning on your 
computer.) 

3. Type LOAD**”,8,1 and press Return. 

4. When asked, press F3 to gain access to vital historical information, 
and follow the instructions on the screen OR 

5. Press Fl to go directly to the game. 


The Decepticon’ Plot 


The Decepticons have a plan. They have found a way to drain the 
Earth’s energy supply, using the strategic locations shown on your map 
screen. If this goal is achieved, it could mean the ultimate ruin of the 
Universe as we know it. It’s up to you to stop them. 


Using your eight Autobots® you must travel to the various locations 
and foil the Decepticons’ evil plan. 


Your ship’s computer has given you some background information 
about each of the important locations on the map: 


Off-Shore Oil Platform. This is the most productive oil drilling rig in 
the world, with daily production of one million barrels per day. The real 
distinction has been only recently de-classified: On this platform is 
some very new experimental equipment which can turn crude oil 
directly into electrical energy, making the platform capable of a 
continuous output of 900 megawatts. 


Space Shuttle Base. The Space Shuttle Base is used as an alternate 
landing site for the Space Shuttle. It is used when it is necessary to land 
the Shuttle away from populated areas. The base is practically deserted 
at the moment while the Shuttle, which recently returned from the 
Halley’s Comet mission, is under quarantine. 


JTEK Industries. JTEK is nearing completion of the first 99.999 % 
“pure” gigawatt laser on contract with the United States Government. 
When completed, the laser will be used for peaceful purposes only, the 
first of which will be the study of coherent light’s effect on various 
forms of dust particles. 


Nuclear Plant. This plutonium-based nuclear power plant is 
experimental in nature, having been brought into full operation only 
recently. If the power output at this plant drops below the retaining 
level, the plant could create the largest explosion this side of the sun. 


Dinosaur Park. Dinosaur Park is built on the site where the intact 
fossilized remains of a dinosaur were discovered. It recently surpassed 
ZanoLand as the most popular amusement park in the world. This leap 
in popularity came about after the opening of ““Tyranno-Tumble,”’ 

a new twenty-story tall ride shaped like a dinosaur and containing 
elements of several popular rides. Due to its popularity, it is the 
entertainment choice of kings, queens, and heads of state from all over 
the world. 


Andreas Zoo. This zoo, located precisely on the San Andreas Fault, 
contains the world’s largest and most diverse selection of aquatic 
mammals. It also boasts the best display of hippopotami in their native 
habitat, allowing them to roam free amongst the visitors. 


Pipeline Junction. The Pipeline Junction is located in the local 
fresh-water lake. The power flows at a terrific rate, making the pipeline 
a prime target for the energy-hungry Decepticons. If they discover a 
way of tapping into this energy source, the future of our civilization 
could be at risk. 


A few important bits of information have leaked out through faulty 
Decepticon communication channels, and will help you to discover 
what these evil robots have up their mechanical sleeves: 1) The 
Decepticons have built a twenty-story tall dinosaur robot. It lacks 
plutonium, which is its vital energy source. 2) The Space Shuttle which 


recently passed through Halley’s Comet is under quarantine because it 
is covered with comet dust. Comet dust, excited by a perfect laser, 
gives off a ray that enlarges herbivorous, 4-toed, aquatic mammals to 
100 times their normal size. 3) The Decepticons believe the Earth’s 
natural resources to be the most powerful source of energy in the 
Universe. 


With this information and a bit of strategic planning, your eight 
powerful Autobots should be able to wipe the Decepticons off the face 


of the Earth and protect the Universe from unspeakable doom and 
destruction. 


Your Eight Autobots 


Each of your Autobots has different strengths and characteristics, 
which will help you decide how and where to deploy them. To find 

out the vital statistics about a particular Autobot, press the Autobot’s 
number and then press S for Status. Once you are in Status mode, you 
can type in a new number and the Status screen will then show the status 
for that new Autobot. 


It’s important to get to know your Autobots. They all have something 
to say: 


Cliffjumper — “Live fast and leave a good-looking chassis.” 
Hound — “Just turn me loose and I’!l sniff ’em out.” 

Pipes — “One being’s junk is another’s art.” 

Kup — “The past is the greatest teacher. ” 

Bumblebee — “The least likely can be the most dangerous. ” 
Blurr — “The faster it is, the better I like it.” 

Rodimus Prime — “Experience is the benchmark of maturity. ” 


Hotrod — “My actions speak louder than words.” 


How to Play the Game 


The game begins with the map screen. This is the area where the 
Decepticon plot will unfold. When a square flashes red on the screen, 
you know the Decepticons are attacking that area. Your task is to deploy 
your Autobots around the map to set up an early warning system, 
connect your computer screen to an Autobot’s eyes, and direct him in 
battle using your joystick. You are to shoot any Decepticons on the 
screen, try to foil their plan, and figure out how to stop certain events 
from happening. The following functions are accessible from the map 
screen: 


Deploy 
Autobots can be deployed individually or in strategic group patterns. 


To deploy an individual Autobot to a specific location, first type D for 
Deploy. The message on the screen will read Deploy #?. Next, type in 
the number of the Autobot you want to deploy. The screen will read 
(Name of Autobot) to ?. Type in the first letter of the desired location. 
The name of the location will come on the screen and your Autobot will 
transform right before your eyes and travel to his directed location. 


There are nine group patterns to choose from. It’s best to try them out 
and see which ones are most effective. To deploy all eight Autobots in a 
strategic pattern, press D for Deploy. The message on the screen will 
read Deploy #?. Type in 9 for all Autobots. The screen will read 

All Autobots to ?. Type in a number from 1-9. The Autobots will 
automatically assume their positions. To send all the Autobots to one 
location, type in the first letter of the location instead of a pattern 
number. 


Transform 


To transform an Autobot from robot to car or car to robot, type T for 
Transform, and enter the number of the Autobot. 


Viewscreen 


To connect your screen and controls to a particular Autobot, press V for 
Viewscreen, and enter the number of the Autobot. Once in Viewscreen 
mode, you can connect to any Autobot's vision by pressing the number 
of that Autobot. The Autobot’s location will now show up on your 
screen. If there are Decepticons around, you can use your joystick to 
move the cross-hairs around the screen and the joystick button to fire at 
the Decepticons. Some Autobots have stronger firepower than others, 
which will affect the damage inflicted on the Decepticons. 


For more effective firepower, you can use the Barrage mode. This 
allows you to set eight targets to which your Autobot will automatically 
fire, leaving you free to aim at other invading Decepticons. Press B to 
enter Barrage mode. Each time you press the joystick button, a target 
will register. Move the cross-hairs to set your targets. After your eight 
targets are set, press the joystick button. This will start a fifteen-second 
countdown before the shots are fired. You can then move to another 
viewscreen at the same location, or continue random firing. 


While in Viewscreen mode, you can check your Autobot’s status at any 
time by pressing S. You can also find out your score by pressing the 
spacebar. Scoring is measured by the amount of energy your Autobots 
have versus the amount stolen by the Decepticons. Pressing the 
spacebar again will show you how much energy is on this particular 
screen to be stolen by the Decepticons. 


If the border of the screen flashes red while you are in Viewscreen 
mode, it means an alarm has gone off at another location. 


To return to the map screen at any time, press M. 


If an Autobot has been severely damaged at a location, the screen will 
go grey. You then can deploy it back to the Autobot Base for repairs. 
The initial for the Autobot Base is B. The Autobot will undergo some 
repair work, but may not be at 100% functioning capacity the next time 
you use him. 


Winning the Game 


The Decepticons are not an easy group to beat. They’re fast and tricky 
and devious. They”re also evil through and through. Since the scoring 
is based on energy accumulation, your main goal is to keep the 
Decepticons from stealing the energy they need. Shooting them down 
and messing up their plans will chalk up energy points for you. Also, 
local authorities may award you bonus energy for your part in averting 
damage to civilian life and property. 


There are 32 different levels of achievement you can reach at the end of 
the game, depending on the difference in scores and how well you 
played. There are eight different medals you can win, and four classes 
within each one. The medals are, in ascending order: Honorary 
Autobot, Energy Conservation, Robotic Achievement, Battle Victory 
Cross, Autobot Marksmanship, Power Protectorate, Autobot 
Commander, and the highest Guardian of Earth-First Class. Since there 
are four classes within each medal, reaching Guardian of Earth-First 
Class will not happen overnight. But with some strategic planning on 
your part, the Decepticons can be beaten and you can save the world! 


ACTIVISION LIMITED 90-DAY WARRANTY 


Activision, Inc. warrants to the original consumer purchaser of this computer software product that the 
recording medium on which the software programs are recorded will be free from defects in material 
and workmanship for 90 days from the date of purchase. If the recording medium is found defective 
within 90 days of original purchase, Activision agrees to replace, free of charge. any product 
discovered to be defective within such period upon receipt at its Factory Service Center of the product. 
postage paid, with proof of date of purchase. 


This warranty is limited to the recording medium containing the software program originally provided 
by Activision and is not applicable to normal wear and tear. This warranty shall not be applicable and 
shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
applicable to this product are limited to the 90-day period described above. If the recording medium 
should fail after the original 90-day warranty period has expired. you may return the software program 
to Activision, Inc. at the address noted below with a check or money order for $7.50 (U.S. currency). 
which includes postage and handling, and Activision will mail a replacement to you. To receive a 
replacement. you should enclose the defective medium (including the original product label) in 
protective packaging accompanied by: (1) a $7.50 check, (2) a brief statement describing the defect. 
and (3) your return address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. 
INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR 
PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL ACTIVISION BE LIABLE 
FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM 
POSSESSION, USE, OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO 
PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. 


SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY 
LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF 
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 





WARNING 


Any attempt to duplicate this product may damage it. Such damage is not covered by the warranty. 
Please see above for complete warranty. U.P.S. or registered mail is recommended for returns. 
Please send to: 


WARRANTY REPLACEMENTS 
Consumer Relations 
Activision, Inc. 

2350 Bayshore Parkway 
Mountain View, CA 94043 
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